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Moxx Interview:

Interviewer: How is competitive KZ Structured? Is it based on flat out time, or are there heats like in a track meet?

Moxx: Well in the early days most of the people played casually or jump-cups via IRC. Which basically was 8 people adding up to either a randomized 1v1 situation with single elimination. Or 8 people adding up to a "melee" tournament, which was 8 people jumping at the same time, eliminating 2 each time. About the rules, you played from the start and got 5 minutes to get as far as you could.
No prizes really, just the fame and glory and a point system so you could keep track of who was the best.
Approximately at this time the recording part of KZ got introduced, since every map include a start-end timer it's pretty easy to actually record. So they recorded demos and sent them in, thus creating the competitive KZ we see today, where completing the map the quickest possible way. It was not complication free however, since with competitiveness comes people cheating. It didn't take long however for a guy called eDark to create a tool which checked what cvars a demo was running.

Interviewer: How big are events usually? How regularly are they held?

Moxx: I mean I wouldn't necessarily call the events big as in a lot of people get involved, atleast now a days, as the activity among users dropped a bit from the previous years. But it comes and goes, there's no regularity in how they appear, except earlier we had some weekly contests, but with people losing interest it's hard to keep that stuff up to date.
We've had mapping contests, moviemaking contests among others, and usually with great success.

Interviewer: In 1.6 KZ, how often are records broken nowadays? Do you see a growth rate still in players or is it capping out?

Moxx: Nowadays it's usually up to breaking records with seconds, or even milliseconds. People have advanced so much over the years and both the players and the engine is pushed to its limits.
We had a time where the activity rose and rose, when a lot of new people found out about the maps and the community, but the last couple of years it's been quite rough with less activity and not so many new players signing up. Those who played it usually still play it to a certain degree, even if they just do one map casually on a sunday or more competitive.